{‘i‘%%%%%ii'} ll%%%%%%%ill “‘%%%%Hiii"
rectangdle square
cube

bat |brat| cat |chat

\ heart /

.% ‘/\/\

cohe |cylinder

The Cat
ih the Hat a b C

Is Hungry!
Let’s Feed Him:
-at Family Words
Letters

oo | Q|1 121 3| 4

K:i%gﬂ :Egﬁﬁi;

1-2-3

Please feed me!

Can't you see

Numbers 0-120 ,
I'm hungry?
Number words | oo | one | two | three | four
& Shapes! Big or small...
letters, shapes,

humbers and words
T'll eat them all!

Make extra tiles

+ —_— — < > for more games.




| used a bucket
that | bought
from The Dollar
Store for my
container.

Print the cat on
card stock.

It was nice &
sturdy so | just
taped it to the
back of the
bucket.

Pass out
whatever “food”
cards you want
to practice. Call
out a shape,
color, number,
letter or word.

The child holding
that card shows
it, identifies it,
everyone repeats
it, then they
“feed” the cat by
tossing it in the
bucket.

Make extra sets
b ) of cards to play
'€ or small... | ‘\.\___,/’ other games.
"H’":. chapes.
You can also use
the other cat
pattern, cut out
his tummy and
attach to the front
of half of a paper
plate, so that the
hole is at the top.
Tack to a bulletin
board or foam
board, so that it
becomes a
“pocket”.
Students can
then feed the cat.

5
»umb,_.r,. and wofd‘

cTeachWithMe.com



http://cTeachWithMe.com
http://cTeachWithMe.com



http://myclipartstore.com
http://myclipartstore.com



http://myclipartstore.com
http://myclipartstore.com

1-2-3 v
/ ~ - .
Please feed me! x L.
Cah't you see £ E
’ W
I'm hungrg? S ,t
T 2
o L.
. 3
o

Please

feed the
Use these labels to decorate your Cat in the
ca+ |h 'I'he Ha'i'! Hat container.

Big or small...
letters, shapes,
humbers and words
I'll eat them all!

Frame graphic by Krista Wallden Creative Clips
https://www.teacherspayteachers.com/Store/Krista-Wallden
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1-2-3
Please feed me!
Cah't you see
I'm hungry?

Please
feed the
Cat in the Hat!

1-2-3
Please feed me!
Cah't you see
I'm hungry?

Please
feed the
Cat in the Hat!

Big or small...
letters, shapes,
humbers ahd words
I'll eat them all!

Practice makes
“purr-fect!”

Big or small...
letters, shapes,
humbers and words
I'll eat them all!

Practice makes
“purr-fect!”

Use these signs to decorate your container or sprinkle on a bulletin board.

TeachWithMe.com

Frame graphic by Krista Wallden Creative Clips

) https://www.teacherspayteachers.com/Store/Krista-Wallden


https://www.teacherspayteachers.com/Store/Krista-Wallden
https://www.teacherspayteachers.com/Store/Krista-Wallden

Cc

Hh

Mm

Rr

Vv

Ww

Print on construction paper’ laminate & trim.

Pass the cards out to your students.

Call out a letter or a Seuss-themed word that starts with
that letter. The child holding that card “feeds” it to the Cat

in the Hat.
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Print on construction paper’ laminate & trim.
Pass the cards out to your students.

Call out a letter or a Seuss-themed word that
starts with that letter. The child holding that card
“feeds” it to the Cat in the Hat.
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Print on construction paper’ laminate & trim.

Pass the cards out to your students.

Call out a letter or a Seuss-themed word that starts with
that letter. The child holding that card “feeds” it to the Cat
in the Hat.
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areh 't

cah't

didn’t

don’t |hasn't

he'd | he'll | he’'s | hows | 1'd
Tl I'm I¥'s | T've | isn’t
let’s | she'd | she'll | she’s | that's

they're| wash't| we'd | were [what's
where's| who's | who'll | won't | youre
you've haven’t | shouldn’t| should've| coyldn’t

Print, laminate & trim. Pass the contraction cards out to your students. Call out the two words that

make up the contraction. The child holding that card “feeds” it to the Cat in the Hat.
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Run off on card stock or construction paper: celor, laminate & trim. Pass them out to students. Cal out a shape. The
chid halding that shape card "feeds” it to the Cat in the Hat.

sphere | cube | cone |cylinder

sphere | cube | cone |cylinder
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Run off on card stock or construction paper: celor, laminate & trim. Pass them out to students. Cal out a shape. The
child helding that shape card “feeds” it to the Cat in the Hat.  cTeachWithMecem

/\
O

[

O
/\

/

/

I OO

O
v
@
v

O



http://cTeachWithMe.com
http://cTeachWithMe.com
http://cTeachWithMe.com
http://cTeachWithMe.com
http://cTeachWithMe.com
http://cTeachWithMe.com

Run off on card stock or construction paper: celor, laminate & trim. Pass them out to students. Cal out a shape. The
chid halding that shape card "feeds” it to the Cat in the Hat.
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red

orange

yellow

green

blue

purple

pink

black

white

browhn

gray

red

orange

yellow

greeh

blue

purple

pink

black

white

browhn

grag

Print, laminate & trim. Pass out the cards to your students.

Call out a color. The child holding that card “feeds” it to the Cat in the Hat.
Use the blank rectangle as a template to cut color cards out of construction paper that

matches the color words.
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Zero
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two

three | four
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SiX

seveh
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ten

Print on construction paper; laminate & trim.
Pass the cards out to your students.

Call out a number. The child holding that number word card “feeds” it to the Cat in the Hat.
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25(26|27(28|29

30|31\32|33(34

Print on construction paper; laminate & trim.
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Print on construction paper; laminate & tri



http://cTeachWithMe.com
http://cTeachWithMe.com

10|71 72|73 |14

71{18(19

82/83|84

878889

92/93(94

97/98/99

100(101 (102|103|104

Print on construction paper; laminate & trim.
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Print on construction paper; laminate & trim.
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Use these tiles to program with whatever.
cTeachWithMe.com
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Run off on card stock or construction paper: laminate & trim. Toss them in a container with the other cards. Add these
to your games to make them mere fun Read the tp shests for how to use them.

Kaboom! | Kaboom!| Kaboom!

Kaboom!
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Alphabet Cards

What else can you do with alphabet
cards?

Cut them up and use them as puzzles.

Print and [aminate and put on a split ring and use as
flashcards for your students.

Print and l[aminate and sprinkle them on the floor. fiave
students collect the cards before the timer rings. After
the timer rings, have students gather on the carpet and
sequence the cards. “rou can put upper and lowercase
letters together, or sequence ¢ separate lines. To
reinforce recognition, call on children to share a letter that
they found.

Run of f sets on two different colors of paper so that you
can make Memory Match games. This will make the game
easier to play and expedite time.

Students can either match lowercase letters to uppercase
letters or upper to upper and lower-to-lower.

Put a set in a bag, basket or box and have students pull out
a card and read the letter. If they can't, they are out of
the game.

*rou canh also have them start saying the ABC's from that
[etter.

They can pick a card and tell if it is a consonant or vowel.
They can pick a card and dive a word that starts with that
[etter.

They can pick a card and dive a student's name that starts
with that letter. If there are none, they say zero.



They can pick a card and dive the sound(s) the letter
makes.

Put some {Saboom bomb cards in the container along with a
set of upper and lowercase letter cards.

Children take ¢ cards out of the basket. Teacher calls on
the student who has the uppercase letter A to start the
dame, that child reads their [etter card and asks for the
[owercase matching card.

That child with that card reads it and gives their card to
that child. They then read their other card and ask for
their match.

Play continues 'til all of the cards are gone.

When the bomb cards are added, a child must use the bomb
{Saboom card when they are called on for a match.

They show the bomb card, everyone yells "{<aboom" and
both children are out of the game.

Run of f copies of the cards. Students cut out the cards,
put them in order, and staple on a construction paper cover,
to make an Ittty Bitty flip booklet, that they can share
them with their families to reinforce lessons learned at
school.

Collating their books is a great way to sequence the
[etters.

Play "L ffave, Who f1as?”

IMake sure you have only encugh pairs of cards so that
things come out equal to the number of students present
that dqy.

One student starts and says: “L have "“uppercase A" who
has lowercase a?" The child with the lowercase letter
card dives that child their card.

Play continues 'til all of the cards are done.



*rou can spice this game up by adding the "t<aboom" cards to
this game as well.

ftave students choose a partner and play "Gpeed” adainst
them.

Each student mixes up their cards. Together they sqy,
"Ready-Get-Grol"

Each student puts their cards in ABC order. The 1°¢ one to
do so is the winner.

Another version of "Gpeed"” is the Tollowing: Each child has a
set of cards that is in the same order as their parther's.
They place them face down. They say 1-2 flip and then flip
a card over. The first onhe to read the card takes the cards.
The student with the most cards wins.

Students mix up their pack of cards, and reinforce vowels
ahd conschants.

Students take turns flipping over cards. The first ohe to
say whether it is a vowel or conschant dets the card.

*rou could also play that they have to give a word that
bedins with that letter. i.e. A student flips over the
card, ohe of the children exclaims: :"Boy!" they get the card.
Display the cards onh the wall in ARG order. £ach day take a
"mystery” letter away. Ghoose a different child each day to
guess which [etter is missing.

As students become familiar with the [etters, jumble them
up instead of keeping them in ABG order.

Use them as flashcards.

{Use them as pocket cards.

Place a card behind a seasohal shape on your white board and
choose a child to guess what letter the mouse has stolen
today.

Qort vowels and consonhants.



Sort upper and lowercase letters.

Use them in Daily o for "Wiord Work" & have students
make GVG words, word wall words, spelling words, spell their
hame etc.

Pass them out and have students "feed" them to a container
of some sort.

I've diven you a blank template so that you can program it
with whatever else you may think of: numbers, shapes,

eq uations etc.

Label a set of clothespins {*r‘ou can buy them at The Dollar
Store) with upper and lowercase letters. For great fine
motor fun, have students clip the matching letter
clothespin to the corresponding alphabet card.

Students can clip uppercase letter clothespins to uppercase
[etter alphabet cards, or have them clip the [owercase
clothespins to the uppercase alphabet cards, and the
uppercase clothespins to the lowercase alphabet cards.
Make a double set of cards. Gut one set in half vertically,
and another set in half horizontally. Students put the
puzzles together and decide if that letter is symmetrical.
{Use the above cards and have students draw in the missing
half.

If you think of more ideas, I'd enjoy hearing from you:
diane@teachwithme.com
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Word Cards

What else can you do with the word cards?

Print and laminate and cut into puzzles.

Print and laminate and put on a split ring and use as
flashcards for your students.

When you flash a word, ask them to say real or made up.
Print and laminate and sprinkle them on the floor. Have
students collect the cards before the timer rings.

Run off sets on two different colors of paper so that you
can make Memory Match games. This will make the
game easier to play and expedite time.

Put a set in a bag, basket or box and have students pull
out a card and read the word. If they can’t, they are out
of the game. You can also ask them if it is real or made
up.

Put some Kaboom bomb cards in the container along with
a set of cards.

Children take 2 cards out of the basket. Teacher calls on
a student to start the game, that child reads their word
and asks for another.

That child with that card reads it and gives their card to
that child. They then read their other card and ask for
their match.

Play continues ‘til all of the cards are gone.

When the bomb cards are added a child must use the
bomb Kaboom card when they are called on for a match.
They show the bomb card; everyone yells “Kaboom” and
both children are out of the game.



Run off copies of the cards. Students cut out the cards,
and add a cover to make Itty Bitty booklets so they can
share them with their families and reinforce lessons
learned at school.

Use them for your Word Wall.

Have students choose a certain number of cards as time
permits and have them alphabetize them.

Have them sort by vowel sound, real or nonsense words,
nouns or verbs, words that are spelled the same
backwards and forwards etc.

Play “/ Have, Who Has?”

Make sure you have only enough pairs of cards so that
things come out equal to the number of students present
that day.

Have students choose a partner and play “Speed” against
them.

Each student mixes up their cards. Together they say,
“Ready-Set-Go!”

Each student puts their cards in alphabetical order. The
1°t one to do so is the winner.

Another version of “Speed” is the following: Each child
has a set of cards that is in the same order as their
partner’s. They place them face down. They say 1-2 flip
and then flip a card over. The first one to read the card
takes the cards. The student with the most cards wins.,
or the first one to read the card and say the flip flop
backwards matching word, gets the cards.

Display the cards on the wall in a jumbled mess. Each day
take a “mystery” card away. Choose a different child each
day to guess which card is missing.

Put a word card under a question mark poster. Give clues
about the mystery word of the day and have students
guess what the word is.

Play “lI Spy” with the words. Put them up on your word
wall and give clues about the word. i.e. | spy a word that
has the vowel ____ init. It starts or ends with the letter
_____ , it means, it’s a color etc.

Use them as flashcards.



Cut them up and use them as puzzles.

Use them as pocket cards.

Play Go Fish

If you use the cards in another way, please drop me an e-
mail diane@teachwithme.com so that | can keep adding to
this list. Thanks in advance.




Number Cards

What else can you do with the number cards?

Print and laminate and put on a split ring and use as flashcards for
your students.

Print and laminate and sprinkle them on the floor. Have students
collect the cards before the timer rings.

Run off sets on two different colors of paper so that you can make
Memory Match games. This will make the game easier to play and
expedite time.

Put a set in a bag, basket or box and have students pull out a card
and read the number. If they can’t, they are out of the game.

You can also have them start counting from that number to 10 or
however high you want them to go.

They could also count backwards from that number to 1.

Put some Kaboom bomb cards in the container along with a
double set of number cards. (Make sure you only use as many
numbers as you have children that day.)

Because there are so many numbers, I paperclip sets of 10 so that
[ can find them easily.

Children take 2 cards out of the basket. Teacher calls on a student
to start the game, that child reads their number and asks for the
number card that follows.

That child with that card reads it and then asks for the next card.
Play continues ‘til all of the cards are gone.

When the bomb cards are added a child must use the bomb
Kaboom card when they are called on.

They show the bomb card, everyone yells “Kaboom” and both
children are out of the game.



Run off copies of the cards. Students cut out the cards, and add a
cover to make Itty Bitty booklets so they can share them with
their families and reinforce lessons learned at school.

If you are working on the “teens” have students only use those
numbers for that book.

They can later make a 20’s, 30’s, 40’s etc. booklet

Collating their books is a great way to sequence the numbers.
Play “I Have, Who Has?”

Make sure you have only enough pairs of cards so that things
come out equal to the number of students present that day.

One student starts and says: “I have 1 who has 2 The child with
the number 1 card gives that child their card.

Play continues ‘til all of the cards are gone because you have
counted up to the highest number.

You can spice this game up by adding the “Kaboom” cards to this
game as well.

Have students choose a partner and play “Speed” against them.
Students mix up their cards. Together they say, “Ready-Set-Go!”
Each student puts their cards in numerical order. The 15t one to do
so is the winner.

Students choose a number card and tell what is +1 more, 1 less,
+10 more, and 10 less.

Doing all 100 numbers is a great 100-day activity. Because there
are so many, students could work with a partner to see which
group gets theirs sequenced first. Can they do it in less than 100
seconds?

Another version of “Speed” is the following: Each child has a set of
cards that is in the same order as their partner’s. They place them
face down. They say 1-2 flip and then flip a card over. The first
one to read the card takes the cards. The student with the most
cards wins.

Students mix up their pack of cards, and reinforce greater and less
than. Decide which person will take the card, the one that has the
greater number or the one that has the lesser number, when they
flip over their number card.

Display the number cards on the wall in a jumbled mess. Each day
take a “mystery” number away. Choose a different child each day
to guess which number is missing.



Use them as flashcards.

Cut them up and use them as puzzles.

Use them as pocket cards.

Use them as a border as you count up to 100 Day.

Have students sort odd and even numbers on the number mat.
Have students show equations by choosing numbers and number
symbols.

Have students show greater and less than by using the number
cards and the greater or less than symbol cards or the alligator
greater or less than jaw cards.

Play Go Fish

Play Crazy Eights

Play War

Use them to count by 2’s, 3’s, 5’s, and 10’s. Students find those
number cards and put them in order.

Call out a number and have students count and sequence from
that number.

Have students choose a number and then ask them what is one
more, one less, 10 more, 10 less, the number that comes before,
the number that comes after, if it’'s odd or even etc.

Pass them out to children and then count and sequence them as
they “feed” a container of some sort.

If you use the cards in another way, please drop me an e-mail
diane@teachwithme.com so that I can keep adding to this list.
Thanks in advance.
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